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AKITYAJIBHIC Tb

YcyyacHIM Ip OB HAYC TP I C Tpa TE€ TTYH1 KOMI'IOTE P HI TP U 3a JIMIIA FOTHC 51 O THIE kO 3
HA WO NYyJIAp HIIKUX Ka TeTOp 1. O THUM 13 KIIFOYO BUX € JIE M€ HTIB Ta KHX C UCTE M €
a ITOP UTMH IO I YKy HIJISAXY, sIK13a 0 € 3M1€ YyI0Th YIIP @ BIIHHS II€ P € MII € HHSAM I'P O BUX
0 0’€ KTIB. SIKic HAa Ha BIra 11 MIBUINYE P IBE Hb 3a HYP € HHA KO p MC TyBa 4a , 1O 3BOJISI€

CTBOPIOBA TH OUIBII CKJIa AH1 M a Ja NTUBHICHe Hapil OTxXe, HTeTpallld Ta p 03 YMIHHS
aJrOP UTMIB IO I YKy MIJSAXY Y C TP a T€ TMHUX KO MII'FOTE p HUX I'Pp a X C Ip M€ ITIBUIIE HHIO
€ ()€ KTMBHOCTIPO3POOKHK CyYa C HUX TOP 1BAOC KO HAa Jie HHIO 1X () YHKIIIO HA JBHO C T1, YM

3YMOB/IeHa aKTyaJslbHIC Tb Ta BAXJ/INBIC Tb Te MU A0 CJIIKE HHS.




Merorw pobom € po3pobka cipareridHoiou 3 esie Me Hta Mu
pathfinding-arnropuimy 1@ 4OC/gXXeHHS € pe KTMBHOC TI MO0
3aCTOCYyBaHHA Y BIp Tya/iIbHOMY cep eoBulLll.

Ob6’exkrom foOcCrIAXeHHS € Me Xa HI3 MU Ha Bira IIil irp 0 BUX
CYTHOCTECH B I'P OBOMY C € P € 10 BUII L.

[IpeameTom gocrigxeHHs cTana peanisdauis anrop utMise

nowyky wnaxy (pathfinding) y kKomn' toTepHUX irpax XaHpy
«cTpaTeria.




4/18

AHMOTIH] KOAPW MepCoaxkis ansg Sprite Flipbook




&> Event BeginPlay

-

SET SET

F Get Actor Location

T ———
=] Break Vector

Return Value @ —— @ InVec X P

Target | self

Y

z

-

Is Maving Left

= Gel Woll:l Location
—r————
3 = Break Vector

& InVeeo X®

¥

F Add Movement Input

Tangst |

World Direction

@ x[00] ¥[00] [00]

Tive p——0

Scale Value | 1.0

Force

Candition

False p ——@

“F Add Movement Inpu!

Target | self

World Direction

[70] v[on] 7 [op]

Scale Value | 1.0

Force

Return Value @

@ Goal ZLogation @ Goal lLocation

Tnmc ate

'r?"Gelqﬂcici Location

TArgel is &

=alf | Retum Value @

A F Truncate

[ TF% Retum Value @ —

I g'srancﬁ

» True [

Condition False O

o —

Goal 1Location @

—_—— —
Curmrent Loacation @

g Branch

» True B

Condition Falsa [

o ——

Current Loacation @

I —

Goal 2Location @

& patrolWalking

& Event Tick
»

Delta Seconds

Is Moving Left

SET

"=l Break Vector [ f Truncate

—— @ InVer bq | A Return Value @
¥ C

Z

o~

SET

@ Current Loacation

—p '@ Patrol Walking

|s Moving Left

= Target | self |

SET
-»

Is Moving Left

> Update Diraction Anim

Targel |._sr3i[ ]

T Bopora) ans eneMeRTy MaTRyNOBDHHIS




6/18

BP_Enemy y pesaKktopi piBHsi
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int32 BlockedCount = 0;
for (int32 X = 0; X < Width; ++X)
{
for (int32 ¥ = @; Y < Height; ++Y)
1
FPaperTileInfo WalkTile = TileMapComp—>GetTile(X, Y, WalkLayerIndex);
if (WalkTile.PackedTileIndex == B8) continue;

const UPaperTileSet* TileSet = WalkTile.TileSet;
if (!TileSet) continue;

int32 TileIndex = WalkTile.GetTileIndex();
const FPaperTileMetadata* Meta = TileSet—>GetTileMetadata(TileIndex);
if (!Meta) continue;

bool bBlocked = (Meta->CollisionData.GeometryType != ESpriteCollisionMode: :None &&
Meta->CollisionData.Shapes.Num() > 8);

if (bBlocked)
{
BlockedTiles.Add(FIntPoint(X, Y));

FVector LocalCenter = TileMapComp->GetTileCenterPosition(X, Y, WalkLayerIndex);

FVector WorldCenter = TileMapComp—>GetComponentTransform().TransformPosition(LocalCenter);

FIntPoint RoundedWorldCoord = FIntPoint(
FMath: :RoundToInt(WorldCenter.X/130),
FMath: :RoundToInt(WorldCenter.Z/130)

);

BlockedTileWorldCoords.Add(RoundedWorldCoord) ;
BlockedCount++;
}
else {
FVector LocalCenter = TileMapComp->GetTileCenterPosition(X, Y, WalkLayerIndex);
FVector WorldCenter = TileMapComp—>GetComponentTransform().TransformPosition(LocalCenter);

FVector RoundedWorldCoord = FVector(
FMath: :RoundToInt(WorldCenter.X),
WorldCenter.Y,

FMath: :RoundToInt(WorldCenter.Z)




TArray<FGridNode> AAStarPathfinder: :GetNeighbours(const FGridNode& Node)
1

static const FIntPoint Dir[8] = {
{1, 03}, {-1, 0}, {0,113}, {6, -1}, // U-uHanpamxu
{1, 1}, {-1, 1}, {1, -1}, {-1, -1} // piarouani
3
TArray<FGridNode> Neighboursﬂ

for (const FIntPoint& D : Dir)

1
const FIntPoint C = Node.Coord + D;

// 1. Cam Taun He Mae 6yTu 3a6/I0KOBaAHNM
if CBlockedTlleWnrldCoords Contalns(C)) {
continue;
}
if (D.X =0 & D.Y != 0)
{
const FIntPoint SideA(Node.Coord.X + D.X, Node.Coord.Y); // ropusouTans

const FIntPoint SideB(Node.Coord.X, Node.Coord.Y + D.Y); // BepTukansb

if (BlockedTileWorldCoords.Contains(SideA) || BlockedTileWorldCoords.Contains(SideB))
continue;

}

// 3. [opaemo BanigHui BYy3O0n
FGridNode& N = Neighbours.Emplace_GetRef(C);
N.bWalkable = true;

return Neighbours;




float AAStarPathfinder::GetDistance(const FGridNode& A, cons

{

int32 DX = FMath: :Abs(A.Coord.X — B.Coord.X);

int32 DY = FMath: :Abs(A.Coord.Y — B.Coord.Y);
return 14 * FMath::Min(DX, DY) + 10 * FMath::Abs(DX — DY);

OctileDistance(A4, B) = V2 - min(Az, Ay) + |Az — Ay

Ax = |A.x — B.x| — ropnsoHTanbHa BigcTaHb,

Ay = |A.y — B.y| — BepTnkanbHa BiaCTaHb.

A.onomikHa @yHKUs GetDistance()



TArray<FVector> AAStarPathfinder::FindPath(FIntPoint Start, FIntPoint Target)

{

OpenSet.Empty() ;

ClosedSet.Empty();

StartNode = FGridNode(Start);

EndNode = FGridNode(Target);

OpenSet.Add(StartNode);

UE_LOG(LogTemp, Warning, TEXT("Pathfinding started from (%d, %d) to (%d, %d)"),
Start.X, Start.Y, Target.X, Target.Y);

while (OpenSet.Num() > ©)

{
FGridNode Current = OpenSet[0];
for (const FGridNode& Node : OpenSet)
{
if (Node.GetTotalCost() < Current.GetTotalCost())

{

Current = Node;

}
}

OpenSet.Remove(Current) ;

ClosedSet.Add(Current);

UE_LOG(LogTemp, Verbose, TEXT("Exploring Node (%d, %d) — G: %.1f, H: %.1f, F: %.1f"),
Current.Coord.X, Current.Coord.Y, Current.GCost, Current.HCost, Current.GetTotalCost());

if (Current == EndNode)

{
UE_LOG(LogTemp, Warning, TEXT("Path found!"));

TArray<FGridNode> FinalPath;
FGridNode Trace = Current;

while (!(Trace == StartNode))

{
FinalPath.Add(Trace);
auto* ParentNode = ClosedSet.FindByPredicate([&](const FGridNode& N)
' {

return N.Coord == Trace.ParentCoord;




if (!ParentNode)

P S
UE_LOG(LogTemp, Error, TEXT("Parent node not found for (%d, %d)"), Trace.Coord.X, Trace.Coord.Y);

break;

}

Trace = *ParentNode;

}

if (!(Trace == StartNode))
FinalPath.Add(StartNode);
Algo: :Reverse(FinalPath);

TArray<FVector> Result;
for (const FGridNode& Node : FinalPath)
{
FVector WorldCoord = FVector(
(Node.Coord.X + 0.5f) * TileSize,
TileMapOrigin.Y,
(Node.Coord.Y + 0.5f) * TileSize
)i
Result.Add(WorldCoord) ;
UE_LOG(LogTemp, Warning, TEXT("World=%s"), *WorldCoord.ToString());

for (int32 i = @; i < Result.Num(); ++i)

{

DrawDebugSphere(GetWorld(), Result[i]l, R, 8, FColor::Cyan, false, Life);
if (i) DrawDebugLine(GetWorld(), Result[i - 1], Result[i], FColor::Green, false, Life, 0, T);

}

return Result;




TArray<FGridNode> Neighbours = GetNeighbours(Current);
UE_LOG(LogTemp, Warning, TEXT("By3on (%d, %d) mae %d cycipie"),
Current.Coord.X, Current.Coord.Y, Neighbours.Num());

for (FGridNode& Neighbour : Neighbours)

{
if (!Neighbour.bWalkable || ClosedSet.Contains(Neighbour))
continue;

float TentativeG = Current.GCost + GetDistance(Current, Neighbour);

HalTW 1~ YUY MM Bvzon v OpenSet

OpenSet.FindByPredicate(

FGridNode* Existingﬂpenﬂoﬂ

- e—
[&](const FGridNode& N) { return N.Coord == Neighbour.Coord; });

if (!ExistingOpenNode || TentativeG < ExistingOpenNode->GCost)
1
Neighbour.GCost = TentativeG;
Neighbour.HCost = GetDistance(Neighbour, EndNode);
Neighbour.ParentCoord = Current.Coord;

if (!ExistingOpenNode)
{
OpenSet.Add(Neighbour) ;
UE_LOG(LogTemp, Verbose, TEXT("Added to OpenSet: (%d, %d) G=%.1f H=%.1f"),
Neighbour.Coord.X, Neighbour.Coord.Y, Neighbour.GCost, Neighbour.HCost);

}

else

{

*ExistingOpenNode = Neighbour;
UE_LOG(LogTemp, Verbose, TEXT("Updated in OpenSet: (%d, %d) G=%.1f H=%.1f"),
Neighbour.Coord.X, Neighbour.Coord.Y, Neighbour.GCost, Neighbour.HCost);

}

UE_LOG(LogTemp, Error, TEXT(" X No path found from (%d, %d) to (%d, %d)"),
Start.X, Start.Y, Target.X, Target.Y);

return TArray<FVector>();







BucHOBKU!

v  Po3p0o0eHO IPOTOTUAII TPH 3 OP UTIHA IBHUMH II€ P C O HA )Ka MU,
a HIMa I[1€ FO, My3 KO }0 Ta JIO I'KO kO

v  [IpoaHanidoBa HO PI3HIAJITOPUTMHU I10 I YKy HIJIAXY

v  PeanizoBaHo anroput™M A* 1ig mo 0 ya0 BU HIIAXY 3
yp a XyBa HHSM II€ P € KO I

v' J1ocaimxe HimoxauBocTipymig Unreal Engine 5 g
po3p0o0OKH 2D-1rop
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